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Penelitian ini bertujuan untuk menghasilkan produk berupa multimedia 
interaktif web-based learning yang layak, yaitu memenuhi kriteria valid, praktis 
dan efektif. 
Penelitian ini merupakan penelitian pengembangan (research & 
development, R&D) yang menggunakan model pengembangan Borg & Gall yang 
terdiri dari 10 prosedur, yaitu: (1) Studi pendahuluan dan pengumpulan data, (2) 
Perencanaan, (3) Mengembangkan produk awal (perancangan awal produk), (4) 
Uji coba lapangan awal (uji validasi ahli), (5) Melakukan revisi terhadap produk 
awal (revisi uji coba lapangan awal), (6) Melakukan uji coba terbatas, (7) 
Melakukan revisi produk setelah uji coba terbatas, (8) Melakukan uji coba 
lapangan, (9) Melakukan revisi akhir produk, (10) Implementasi dan diseminasi 
produk.  
Hasil penelitian menunjukkan bahwa kelayakan web-based learning telah 
terpenuhi, yang dijelaskan sebagai berikut: (1) Ahli materi dan ahli media 
menyatakan bahwa dari aspek pembelajaran, aspek materi, dan aspek media, web-
based learning yang dikembangkan “valid” dan “layak” untuk diujicobakan. (2) 
Siswa memberikan penilaian pada aspek kepraktisan web-based learning pada uji 
coba perorangan dan uji coba lapangan. Berdasarkan penilaian siswa, web-based 
learning dinilai “sangat praktis” pada uji coba perorangan dan uji coba lapangan, 
guru memberikan penilaian “praktis” untuk aspek kepraktisan web-based learning 
pada uji coba lapangan. (3) Berdasarkan hasil tes prestasi belajar dan angket 
motivasi belajar siswa, web-based learning yang dikembangkan “efektif”. Pada 
awalnya, hasil pretest prestasi menunjukkan tidak ada siswa yang mencapai nilai 
KKM, sedangkan pada hasil posttest prestasi terdapat 15 siswa (79%) mencapai 
nilai KKM dan 4 orang siswa (21%) tidak mencapai nilai KKM. Pada hasil angket 
motivasi awal, masih terdapat siswa yang berada pada kategori “sangat rendah”, 
“rendah” dan “sedang”, sedangkan pada hasil angket motivasi akhir, kategori 
motivasi siswa menjadi minimal “tinggi”. 
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This study was aimed to produce the product web-based learning interactive 
multimedia which feasible fulfiling criteria valid, practical, and effective. 
This research was a research and development (R&D) using approach by 
Borg & Gall’s model consisting 10 procedures, that is: (1) Research and 
information collecting, (2) Planning, (3) Developing preliminary form of product 
(preliminary design of product), (4) Preliminary field testing (validation by 
experts), (5) Main product revision, (6) Main field testing, (7) Operational product 
revision, (8) Operational field testing, (9) Final Product revision, and (10) 
Dissemination and Implementation. 
The results of the study show that the feasibility of web-based learning 
interactive multimedia is accomplished which is explained as: (1) Subject matter 
expert and media expert in terms of method aspect, matter aspect, and media 
aspect,  they claimed that the web-based learning which was developed was valid 
and feasible to be tested. (2)The student assessed the aspect of practical of web-
based learning at the main field testing and operational field testing. Based on 
student’s assessment, web-based learning was assessed “very practical” at the 
main field testing and at the operational field testing, meanwhile, the teacher 
assessed “practical” for the practical aspect of web-based learning at operational 
field testing.  (3) Based on the result of achievement test and motivation 
questionaire, web-based learning which was developed was “effective”. Firstly, 
the result of pretest showed that no one accomplished minimum completeness 
criteria (KKM), meanwhile postest result showed that there are 15 students (79%) 
accomplished KKM and 4 students (21%) did not accomplish it. The result of 
early motivation questionaire, there are students at motivation level “extremely 
low”, “low”, and “medium”, meanwhile the result of final motivation questionaire 
showed that the level of student’s motivation at least “high”. 
 
Keywords: multimedia, web-based learning, achievement, motivation 
 
 
